Identity production by Xia, Boyang

    3    2
   Identity Production    Identity Production
Identity Production is presented in four sections: 
   Identity Reflexion is the way in which identity 
functions as an reflex mechanism. It is formed, hidden or revealed 
through social means and public exposure.1 In this section, I 
emphasize the importance of 
contexts, and demonstrate how content can be reshaped and 
redefined through different framing mechanisms. 
   In Identity Manifestation, I consider identity as 
a generative process; how it is developed and manifested in the 
context of contemporary culture where digital tools and media 
platforms perform the authority. In this section, I investigate alter-
native ways of revealing and presenting digital identities as the 
components to construct the full self. 
   Identity Verification looks into the situations 
that multiplicities are relatively tenable within different contexts, 
which jeopardizes the very notion of authenticity. Identity as an 
intrinsic quality with its external validations stretches out a gap, 
where unregistered identities fall within a zone of in-between. 
(People without IDs and certifications become unregistered and 
disappear in the world. The state of disassociation between the 
digital profile(s) and the physical self. Captcha code registers 
humanity.) In this section, I explore the role of these “contempo-
rary evidences” that “defines” the undefinable. 
   Identity Preproduction is a collection of work that 
serves my design thinking, but does not fit in the context of this 
thesis book. It is presented in the form of a collage-like documen-
tation with my thoughts, ideas and experiments. 
   And so it begins.
1. Masks and the Semiotics of Identity  
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What are we talking about when we talk about identity? People 
are likely to define themselves in terms of what is relevant to their 
time and place, in other words, context. This indicates that iden-
tity is not a fixed definition, but more of a malleable construction;1 
it develops its attributes via context. 
I am constantly recalibrating the relationship between the two. 
Context is ubiquitous, unnoticed, coexistent and interchange-
able. Identity is reflexive, fragmented, shapeable and fluid. Iden-
tity Production explores and unveils how identity is adapted and 
manifested in contemporary conditions, as well as its external 
validation2 which 
paradoxically defines this indefinable concept. This thesis asks 
readers to be conscious of the contexts with which we interact on 
a daily basis, as well as the corresponding identities that are acti-
vated by them. My role as designer shifts accordingly within each 
section. Substitution, subversion and superimposition are the 
methods allowing me to materialize the intangibles and simulate 
the incompatibilities. 
   This process has led me to wonder: Where can 
an identity exist? What does an identity look like? How is iden-
tity validated? The research subjects cover from standardized 
manufacturing and social platforms to universal surveillance and 
machine vision. My work orients context as the defining factor, 
leading to a subsidiary production of the identity. Through my 
thesis, I hope to offer a better understanding of our relationship 
with the environment, both digital and analog, as well as a better 
understanding of the self.
2. Identity nowadays relies more on the evidence like 
IDs and passwords than on the quality itself. 
AbstractAbstract (updated)
1. Handbook of Self and Identity.  
Mark R. Leary & June Price Tangney
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To call upon Dictionary.com, the definition of identity is the “condi-
tion of being oneself, or itself, and not another.” Identity is a state. 
It is the takeaway of one’s experience; the result of a production 
process. “The self is something which has a development; it is not 
initially there, at birth, but arises in the process of social experi-
ence and activity.” 1          Individuality is a 
highly interwoven and constantly calibrated process of production. 
In other words, it is an experience of perpetual formation. 
   Yet, identity as a concept can never be precisely 
established because the process of production is a morphing 
configuration and growing interpretation. Identity is indefinite; it is 
an abundant source of possibilities that has been collectively and 
inclusively obtained from the very beginning of our consciousness. 
Identity is a reflex mechanism; it is a natural responsive process 
that happens without intention and enforcement. Just like the 
“human chameleon,” Leonard Zelig portrayed,2 
identity is reflexive. 
   Identity responds when it is exposed to different 
contexts, both geographically and culturally. Pixar films adapt the 
notion of context in a deep and profound way. Not only are the 
films’ original languages altered according to the countries they 
are released in (both acoustically and visually) scenes are also 
modified to reflect the cultures of each individual country. For 
instance, in the Japanese version of Inside Out, Pixar replaced the 
broccoli with bell pepper to represent the unpopular vegetable.3 
Similarly in my project Re-Place (p. 10), any shift in context inevi-
tably alters my perception towards my surroundings, more specifi-
cally, my language environment. 
Essay Context Sensitive
2. Zelig  1983
Woody Allen
1. Sociologist 
George Herbert Mead
   Essay
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   Specific life experiences have shaped my iden-
tity and curiosity towards this subject matter. I would like to offer 
four scenes from my life. These scenes provide characteristic, 
sufficient, and rather extreme circumstances where the available 
identities have been situated.
   Scene 1 
   Introduced in 1979, the One-Child Policy was 
part of a population planning policy in China. Even though it was 
formally phased out in 2015, this policy dramatically and instantly 
changed the Chinese social structure—blurring the concepts and 
relationship between “siblings” and “cousins,” and altering the 
demographics of the elderly (retirees) and the young (working 
class). As a result, I, like many Chinese kids, register the world 
from the perspective of a typical individual character. Regulations 
function as parameters, creating context and defining the attri-
butes of a space—its utility, attribute and behavior within. 
   Scene 2 
   In China, a week-long military education and 
training (Chinese: 军训) is required of every student in their first 
semester of middle school, high school and college. They are 
treated as members of a unit that shares the same goals and 
adheres to a unified dress code and conduct in order to achieve 
“absolute” cohesiveness. Most drills, such as standing at attention, 
standing at ease, footwork, salute and review, are structured as 
formation training for the unit. A classic punishment during these 
exercises calls for the unit to make up for the mistakes of an indi-
vidual in order to maintain its collective precision. Just like being 
in the military, the notion of an individual no longer exist. Instead, 
personal identity is manifested completely through the concept 
of a whole. 
   Scene 3 
   Repositioning can happen solely within on-line 
environments. When I was in Mainland China, I had to login to a 
VPN 4 and bypass firewall configurations in order 
to browse the Internet (not referring to the off-hooked Chinese 
Internet). Now that I am in the US, I still have to use a VPN to 
sustain my previous identity from the Chinese network. I am stuck 
Essay Context Sensitive Essay Context Sensitive
3. Inside Out Pixar
Chinese propaganda poster   1986
Final review of high school military training
4. A virtual 
private network
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   Anthropologist Donald Pollock in his book Masks 
and the Semiotics of Identity indicates that identity is “shaped, 
revealed or hidden through conventional means and public 
visibility.” Context, as the precondition of forming identity, has 
become the determinant in our day-to-day interactions. Protocols 
and guidelines synthesize behaviors. That is why in project IEKA 
(p. 24), absurdity achieves its functionality through the language 
use of the instructional pamphlet.
   We interact with multiple contexts simultaneously 
most of the time. A piece of graphic design work is created by 
digital software and travels through physical exportation, digital 
documentation, and eventually publications and disseminations, 
both physical and digital. The interchangeability of the context is 
fully expressed in David Horvitz’s work Mood Disorder 5 and Pablo 
Garcia’s Webcam Venus.6 When it comes to multiplicity, iden-
tity reveals its fluidity. In the work #urbanAberrations (p. 32), the 
collapse between two different framing mechanisms is depicted 
adequately through the generated behaviors and presentations.
in an odd position, where I have to balance between two incom-
patible platforms. The self and my position of jumping back and 
forth from behind the Chinese firewall are deeply intertwined. They 
define each other through one’s absence or presence in any given 
situation or context. It is this contradictory relationships of online/
offline, in/out of the border that situates my binary opposition.  
   Scene 4 
   The first step to gaining access to the virtual envi-
ronment is to obtain an email account. Registering for a Gmail 
account was the first thing I did when I went abroad, since all 
Google products are banned in China. That was when I realized 
the extensive rules of the registration process and how frustrated 
I felt when I could not have the same “username” I had been 
using to identify myself for the past 25 years as my passport to 
the virtual environment. Similar to Scene 2, our interactions are 
governed by the regulations of the context. However, this time, 
individuals are celebrated. The uniqueness of the online username 
and the military as a single entity devoid of any individuality, estab-
lishes the two ends of the spectrum. I often find myself standing 
in this in-between area, mediating and recalibrating my personal 
representations to construct the full self. 
The legal age for online registration in US is 13 and above. 
You can’t leave any of the boxes below unchecked. 
You can use letters, numbers and periods. 
Please use between 6 and 30 characters as your username.
Usernames of 8 or more characters must include at least one 
alphabetical character (a–z). 
The last character of your username should be a letter (a–z) 
or a number. 
Note that we ignore periods and capitalization in usernames. 
This username is taken. Try another.
Essay Context Sensitive Essay Context Sensitive
5. Mood Disorder 2015
David Horvitz
6. Webcam Venus 2013
Pablo Garcia
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Altas is the first project I did in RISD. At that time 
I had only been in America for a month and there 
was a lot for me to adjust to and take in. This 
assignment was designed for us to explore the 
city and be acquainted with our schoolmates (at 
least I think it was) by completing a series of tasks. 
 Through the process of content collection, 
I came to realize my inadequacy in the English 
language: I perceived Roman types as images 
instead of understanding what they signified. This 
incident gave me the idea of using only images 
to construct my section in the project. It was my 
exposure to this new context that led to this shift.
 One of the project tasks led me to find a 
familiar manga in Brown library. Vagabond was a 
manga that I had often read as a teenager. This 
time, however, the manga was printed in its 
original Japanese language, one that I do not 
understand. Again, the recognizable becomes 
Project_1 Re-Place
Re-Place_cover_of_my_section.jpg —►
beijing_to_providence_13hrs_flight.psd
Re-Place 
2015 Spring
Book
8½×11 inch
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The_reading_sequence_of_a_manga.jpg manga_sound_effects.jpg
vagabond_cover_by_inoue_takehiko.jpg
Project_1 Re-Place
unfamiliar within different contexts. Since 
the whole section was presented without any 
text, I borrowed the classic visual language of 
comic books—the talking boxes. These visually 
dramatic text boxes communicate spontaneously 
with each other. They are then overlaid on top of 
images I had collected, eliciting a visual conver-
sation from the compositional construct. 
 My section is thus created to be recognized 
and not read. 
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    20
   Identity ProductionSection_1 ◄— Re-Place_back_cover_of_my_section.jpg
Re-Place_final_crit.jpg
Re-Place_cover_is_loosely_based_on_the_final_crits_we_
had_where_we_pined_our_spreads_on_the_studio_wall.jpg
Project_1  Re-Place
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The cover design was a collaboration with Mary 
Yang and Wooksang Kwon. 
 The idea came from our final critique where 
each person’s work was pinned onto the studio 
wall. Together, the letter sized papers occupied 
the entire wall and the notion of collaboration 
emerge spontaneously. We wanted to recreate 
that moment and used the photo of the site as 
the cover of our Atlas book. 
Re-Place_cover_documentation.jpgRe-Place_cover_shooting_02_creating_texture.jpg
Re-Place_final_cover_photo.jpg
Project_1 Re-PlaceProject_1 Re-Place
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Protocols and standards synthesize behaviors. 
This kind of context usually manifests itself in the 
form of the instructional pamphlet. Using IKEA, 
the perfect representation of mass production as 
an example, one achieves functionality and stan-
dardization through the performance of assem-
blage. Authority emerges through the context 
and is played out inexcusably. 
Project_2 IEKA
project_was_showed_at_exhibition_
vernacular_spectacular_show.jpg —►
the_transition_from_logo_IKEA_to_IEKA.png
IKEA_instruction_pamphlet_spreads.jpg
—►
IEKA 
2015 Spring
Booklet×16
4×6 inch
Installation
Size varies
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 In this project IEKA, I design new iterations 
of an original IVAR chair’s instructional pamphlet 
by shifting its assembly sequence and then 
proceeded to “construct” them. The form of the 
instructional pamphlet legitimizes the absur-
dity of the content, and the behavior is dictated 
subsequently to generate variations. Despite their 
questionable functionalities, IEKA managed to 
achieve its individuality. “The seduction of trans-
lation1” allows us to retell the story with the same 
structure but comes through new realizations 
(Out of repetition comes of variation). 
IEKA_instruction_kit_package.psd —►
1. Versions, 2010 Oliver Laric
Project_2 IEKA
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IEKA_tool_kit.psd
IEKA_chairs_diagrams.pdf —►
IEKA_assembled_chairs.pdf —►◄— IEKA_instruction_spreads.psd
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Project_3 #urbanAberrations
#urbanAberrations_site_apogee.jpg —►museum_tag_&_exhibition_barrier.jpg
project_description_tag_of_apogee.png
In collaboration with Drew Litowitz, we attempt  
to interrupt everyday urban spaces with moments 
of subtle imagination and gentle confusion. Our 
initial objective is to prompt people to notice 
barely strange urban architecture and to stop and 
consider how their urban landscape came to be. 
We wonder how tool and infrastructure functions 
within different environments. 
#urbanAberrations 
2016 Fall
Brochure
2×4 inch
Crowed control×4
Size varies
Video×3
02:00
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Project_3 #urbanAberrations
In executing this project, we discovered that if 
a pedestrian is confronted with a shiny white 
piece of text in a strange place, they will likely 
stop and read it. People really want to read 
things that seem out of place, because they 
are fairly curious. Almost everyone who walked 
by these sites took at least a glance at the 
labels, and they were minimally invasive. On the 
contrary, when labels were not present people 
did not stop as frequently. We believe there are 
more opportunities to continue this project as 
we discover further interesting anomalies within 
Providence and create some dialogue around 
our strange installations.
spray_paint_the_parts.jpgassemble_the_stands.jpg
00:12
00:32
00:23
00:34
00:40
00:12
00:33
00:25
00:36
00:44
We installed exhibition barriers in a public space, 
along with museum label and its fictional description.
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#urbanAberrations_exhibition_brochure.jpg
00:53
01:23
01:09
01:36
01:53
00:55
01:26
01:12
01:38
01:54
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   Identity ProductionReflection
00:02
00:32
00:23
00:40
00:56
00:05
00:33
00:30
00:42
00:59
    43    42
   Identity Production    Identity ProductionSection_2 Manifestation
W
ha
t 
do
es
 id
en
tit
y 
lo
ok
 li
ke
 (i
n 
th
e 
di
gi
ta
l c
on
te
xt
)?
Boyang Xia GD MFA ‘17
Identity RISD
Production
Visualize Virtualizations  
   Section_1   2 – 41
   Identity Reflexion
   Context Sensitive
   Section_2   42 – 133
   Identity Manifestation
   Visualize Virtualizations
   Section_3   134 – 201
   Identity Verification
   Tool as Evidence
   Section_4   202 – 222
   Identity Pre-production
   Out of Context 
    45    44
   Identity Production    Identity ProductionSection_2 Manifestation
Essay Visualize Virtualizations
Cities, architectures and manufacturing systems forge physical 
possibilities where social relations emerge and are sustained. When 
we discuss identity in the context of the contemporary era, it is 
indispensable to annotate the virtual environment as the corre-
sponding condition to our physical world; they are both constructed 
by and for each other. Digital devices such as iPhone/eyePhone 
(p.50) become the supplemental portals that ultimately lead us 
to the virtual realm where identity continuously gets simulated, 
manifested, and multiplied. Digital screens act as framing devices 
to delineate borders and construct context. What you see and like 
within them form intersected singularities that enhance your exis-
tence, as demonstrated in Instaface (p.66).   
   What are we observing when we present ourselves 
through media? How do we perform our ideologies in a digital envi-
ronment? What is the relationship between digital presence and 
the physical self? Answers to these questions can be found in Jill 
Magid’s performance piece Evidence Locker,1 where she produced 
her digital footprint by calling police officers on duty and having 
them film her through surveillance cameras throughout the city. An 
1. Evidence Locker 2004 
Jill Magid
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5. UrlFrames 2017
Dries Depoorter
intimate interaction is set up as she follows the police officers’ 
guide and moves through the city with her eyes closed. In my 
project Myselves (p.78), our relationship with surveillance cameras 
is so “intimate” that, to a certain extent, we begin to notice this 
shift of the power dynamic.  
   Conversely, the “visual language of technology 
makes itself visible in the physical world,” 2 leading to the process 
of comparing functionalities and visual resemblances, dislocating 
them across contexts and, ultimately, creating interruptions. It is 
a transition from the digital to the analog, from immateriality to 
substance. Materialized virtualizations allow identity to deviate 
from the norm. Simon Renaud’s work In Between Two Mirrors3 
adapted the visual languages of numerical models by physically 
painting them on the models. 
   Personal identity existing in the context of digital 
platforms is what we called the “celebrity effect.” During pres-
idential elections, taking selfies with their supporters allowed 
“politicians (to) have it both ways: icon-celebrity status and acces-
sible, expressive authenticity.” 4   The project 
Hey, Candidate (p. 90) is an attempt to construct an identity 
solely based on one’s online presence. If this was an assemblage 
of one’s online presence, then UrlFrames5 is the dispersal of it ; 
UrlFames is a script developed by Dries Depoorter that replaces 
every frame of a movie with the most similar image found on the 
internet. My project Desktop (p. 100), touches on similar subject 
matter, where this human-contribute, system-operate, large scale 
distributed apparatus intends to introduce certain types of (visual) 
connection. It’s fascinating to discover and compare where the 
collection leads us within the condition. 
2. New Aesthetics 2012 
James Bridle
3. Between Two Mirrors 2014
Simon Renaud & Véronique Pêcheux
4. Citizen Selfie
David A. Banks
Essay Visualize VirtualizationsEssay Visualize Virtualizations
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Essay Visualize VirtualizationsEssay Visualize Virtualizations
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Project_4 eyePhone
mirror_selfie_1.jpg
mirror_selfie_2.jpg mirror_selfie_3.jpg
A selfie is a photo of the photographer and his or 
her surrounding. A mirror selfie is a regular selfie 
plus the selfie of the device. 
 A simple move of positioning a device in front 
of a photographer’s eyes can both obscure his or 
her identity and introduce the device as the protag-
onist of the image. Our tools insert themselves in 
the reproduction process. The whole selfie culture 
is essentially a portrait of our technology.
eyePhone 
2017 Spring
Book
10½×16 in
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stanley_kubrick_self_portrait.jpg 
andreas_feininger_self_portrait.jpg 
vivian_maier_self_portrait.jpg 
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Project_4 eyePhone Project_4 eyePhone
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my_iphone_se_64g.jpg 
iphone_se_gold_64g.jpg 
Special thanks to: 
Angela T. Bo-Won  Cem  Christ C.
Henry S. Lake   Jame G. Jennifer L.
Jordyn A. Mary  Michelle D. Minryung 
Tatiana Wooksang
Project_4 eyePhone
    61    60
   Identity Production    Identity ProductionSection_2 Manifestation
    63    62
   Identity Production    Identity ProductionSection_2 Manifestation
    65    64
   Identity Production    Identity ProductionSection_2 Manifestation
    67    66
   Identity Production    Identity ProductionSection_2 Manifestation
Project_5 Instaface
Instagram_webpage_01.png 00:25 —►
If we’re constantly reading and hearing things 
that are designed for the computer algorithm, 
how would that affect us? Will our thinking and 
behaviors become machine-like because of it?
 Nowadays the Internet has become a place 
where you have to “like” things in order to get 
things. The process of specifying is the process 
of categorized. It is also the process of creating 
one’s identity, the whole persona. Our attention 
is constantly spread thin by the never-ending 
Facebook page feed, the pervasive Inspired-By-
Your-Browsing-History pop-up advertisements 
on our screens Amazon, etc… As a result, we are 
no longer the subject of the system. Instead, we 
become the object of the system. 
Instaface 
2016 Winter
Video demo
01:00
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Every action we make online is surreptitiously 
documented and converted into data that can be 
used by corporations to collect information on 
you. They know who you are and who you want 
to be, enticing you with merchandizes tailored to 
your propensities and dislikes.
 By the same principle, photos we liked on 
Instagram will be looped back into our feed in 
different forms on the recommended page. This 
act and react  feed back loop, which I would like 
to call the “false circulation”, certainly offers us 
more options but eventually narrows how people 
view things. What you liked defines who you are. 
You are what you liked. 
 For this project I revisited the 300 pictures 
I liked before on Instagram. These pictures span 
the course of a week. By organizing them into 
daily group, each unit becomes the representa-
tion of the generated self for that day.
 This project is an attempt to reclaim 
the image by having them identify you. It is a 
system in which the imagery you are constantly 
constructing not only obscures you, but also 
becomes your self-portrait in the end.
you_are_what_youve_liked_poster.pdf —►
next_spread_is_300_pictures_i_
liked_and_their_average_colors.pdf
Project_5 Instaface

    73    72
   Identity Production    Identity ProductionSection_2 Manifestation
Fri. Jan 22, 2016
Mon. Jan 25, 2016
Thur. Jan 28, 2016
Sat. Jan 23, 2016
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Fri_Jan_22_2016
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Mon. Jan 25, 2016
Thur. Jan 28, 2016
at. Jan 23, 2016
Tues. Jan 26, 1
Sun. Jan 24, 2016
Wed. Jan 27, 2016
Project_5 Instaface
Each_unit_becomes_the_representation_
of_the_generated_self_for_that_day.png300_pictures_are_grouped_by_day.png
Fri_Jan_2 _2016_logo
Fri_Jan_25_2016_logo
Fri_Jan_28_2016_logo
Fri_Jan_23_2016_logo
Fri_Jan_26_2016_logo
Fri_Jan_24_2016_logo
Fri_Jan_27_2016_logo
Project_5 Instaface
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avatar_applications.png
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Fri. Jan 22, 2016
Mon. Jan 25, 2016
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Project_6 Myselves
applied_twirl_effects_on_
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2016 Fall
Video
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Vinca Kruk of Metahaven was one of the guests 
from 2016 RISD Visiting Designers Lecture 
Series. The prompt was to create a one-minute 
video. No specific topic was assigned and the 
only requirement for the project was to focus 
on layering graphics on top of shot footages. 
 I installed a camera in the corner of my 
living room ceiling. With the insinuation of the 
surveillance camera, I added a filter to enhance 
this observer´ s distance. My daily activi-
ties within the room were documented and 
compiled into a single footage. The idea came 
from the fact that we live in a world where 
being monitored, both online and offline, has 
become the norm. Our identity has become 
something beyond our own existences. 
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The Surveillance camera is manifested in multiple 
forms and is constantly watching us. In the 
second half of the video, I attempted to shift the 
power dynamic by filming as many surveillance 
cameras I could find within downtown Provi-
dence from 180 degree, so that every 2 videos 
can complete a 360 view of the camera. Together 
the footages constructed a loop where our vision 
constantly breaks into the walls and seeks out 
from the other side. And it becomes the represen-
tation of the continuation of the on/offline envi-
ronments. This clip addresses the very idea of the 
two entities are “always connected”, which indi-
cates the first part of the video that simultaneous 
presences of the self can be achieved through 
digital platforms. 
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Surveillance Camera 2010 
Ai Weiwei
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group_photo_with_Vinca_Kruk_of_Metahaven_under_
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Hey, Candidate discusses how identity is 
constructed through information disseminations. 
The limitation of the media offers viewers to 
perceive the images of the candidates through 
a surface-driven lens. The goal is to reassemble 
the three-dimensional configurations by using 
two-dimensional public imagery. 
 A series of selfie and selfie actions are 
collected through social media platforms under 
#Hillary #selfie #ImWithHer #HillaryForPresi-
dent #hope, et cetera. These fragments are 
sequenced based on the spatial relationship. 
With the images functioning as frames, I manage 
to render an animation of a candidate’s appear-
ance in 360 degrees. 
 The video is projected in the same propor-
tion as the candidate (5′ 5″), where a digitalized 
performance achieves its physical attributes. The 
piece is presented with the represented images, 
and I invite viewers to conduct another round of 
presentation by taking selfies with the piece.  
 It is essentially a generated visual that 
examines the relationship between the self and 
its manifestations. I attempted to investigate 
alternative ways of representing digital identities 
as the components for constructing the full self. 
hey_candidate_poster_01.jpg —►
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The Taiwanese singer Jay Chou once performed 
a duet with Teresa Teng, a prominent Taiwanese 
singer who passed away in 1995, in his concert. 
Teng’s image was recreated by holograph, a well 
established technology. What interested me is the 
process of reconstructing her image. The tech team 
spent a long time collecting her previous public 
exposures: the pre-internet documentation of her 
performances and photo shoots with which they 
rendered the holograph model.
 Imagine a person’s public records or online 
presence takes up so much of media that one is 
able to recreate another’s presence. Similar situa-
tion happens in Black Mirror, a girl orders a replica 
of her deceased boyfriend, where its knowledge of 
him is sourced from his previous online presence. 
Project_7 Hey, Candidate
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In 2001, Google launched the image tracing 
feature which allows users to search not only by 
keywords, but also by images. Yet the result is 
not always accurate. (As you can see) 
 I would like to utilize this searching system 
to exaggerate the errors. I started with my 
personal belongings. I listed out 21 objects on 
my desktop. By uploading the photos of these 
objects repeatedly to Google searching engine, 
I render a series of iterations of those objects. 
Ultimately a connection is set up among these 
completely unrelated outputs.
Project_8 Desktop Project_8 Desktop
 The project exists in the browser, in the 
form of a desktop. The webpage starts with the 
bird eye view of my physical desktop and with 
each click, the object will be replaced by the 
result of Google image searching of that object. 
With this comparison, I am actually using errors 
or the limitations among the digital system to 
invade and alter the physical existences.
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Humans rely on the tools as much as they need 
us to create them. I cannot imagine a day waking 
up without checking emails and social networks 
while I am still in bed. Tools have infiltrated into 
our live in every possible way. App has become 
the essential miniature of both tool and human 
desire. As of April 24, 2009, it has had over a 
billion downloads. Apps can be easily modified 
according to the specificity of our needs. This 
modular system has advanced us to an extremely 
adaptable creature. 
 I used app as the raw material of this 
poster, adapting iPhone’s 4×5 grid system to 
present the information for our final show. 
Different kinds of apps are used to demonstrate 
the complexity of the tools. A short process 
video has been created to enhance the versatility 
of the media. 
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Jeremy Bailey is a Toronto based Famous 
New Media Artist. The cohost of Goodpoint 
podcast.
Thanks for helping me out! Jeremy. 
Yes. I’m happy to help. If no one were there to notice or write 
about it, I wouldn’t exist. Just kidding. But…
Hahaha.  
It’s a real. It’s a real privilege, so thank you for including me.  
Thank you for making those weird videos (https://
www.youtube.com/user/jeremybailey06/videos). 
It’s a strange feeling where I listen to your pod-
cast the other day and now I am talking to you.  
People would say that. I talked to people doing podcast and had 
the same reaction. There’s this podcast called 99% Invisible, Roman 
Mars, I talked to him on the phone one time and I just freaking 
out all the time.  
So you can imagine how I feel right now, haha. 
So basically I want to keep this interview/con-
versation loose and mainly focus on the idea of 
online presence. You’ve talked about this with 
Rafaël on your podcast, but I guess it’s because 
you guys don’t script the content, and it ended 
up becoming about something else… 
Yes.  
Yes. And some additional topics like the relation-
ship between your performance and the final 
screen based outcomes. The persona you’ve 
created, which is completely detached from your 
personality. It’s weird thing because I thought 
you were like that…
...for real.  
Interview Jeremy Bailey  132 Interview Jeremy Bailey
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Interview Jeremy Bailey Interview Jeremy Bailey
Yeah. I thought you were gay until I started listen-
ing to your podcast. Could you also talk about 
why and how did you form this “Famous New 
Media Artist character?” 
Okay. So what’s the first question?
The general realizations and opinions about the 
idea of online presence.  
What is online presence to me?
Yes. Let’s start from there.  
Okay. Online presence for me is really… there’s kind of a long sto-
ry of the history of video and performance in the 1960s and the 
video art came out of this period in the late ’60s called Fluxus, it’s 
a group of artists working together and they had this proletariat 
movement which was to take back art for the people and take it 
away from bourgeoisie. The idea was that art shouldn’t be about 
making things for expensive living rooms; it should be about ex-
periences. They do performances and films about this and the idea 
was that the art exists here, not there, like inside the head, not 
outside the head.  
Right.  
And these sorts of performances really respond to them in a popu-
lar way. But what’s interesting is that in 1969 there’s the invention 
of an electronics device—the first ever consumer video for use by 
artists. A lot of Fluxus pick this up and think, what’s the difference 
between performing for the camera and performing for people and 
what happens here (points to his head) and not out there? Up un-
til this moment, to have your face on a television you have to be 
famous, so for the first time when this camera comes out, anyone 
could have their faces on TV. 
   And these artists really reflected on that by pre-
tending to be famous, playing with identity and talking about this 
sort of psychology performing for camera. What’s really interesting 
about the artwork at this time is that it’s really about being able to 
see yourself on the TV as you’re behaving in your normal life. So 
you have imagined for the first time, you could record yourself and 
then watch things immediately. It is really obvious, we can do this 
today, but this is the first time that was possible. And it created this 
kind of persona driven work or there’s almost like a mirror, this 
narcissistic mirror and reflect on what’s different about the artists 
in that mirror. So the mirror is, first of all, it’s black and white vid-
The Web I Want 2015 
Jeremy Bailey
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eo but it’s reflected back to them, the same way the audience might 
react into themselves, and it’s also invented the cultural baggage 
like fame and advertising in the television industry. Anyway, the 
result of that is really this kind of aesthetic of narcissism and the 
persona driven work, but another question will be how do we get 
our personal media? It is the first time personal media is available, I 
can create it, I have the means of production so then artists started 
to ask how could we get our voice to more people? In the 1980s, 
cable television was coming around and artists were fighting for 
cable access television, have you ever heard that?
Not really. 
Basically every community would fight for this and win the access 
to the television station so you can broadcast on TV. On a certain 
channel and the cable companies had to offer this. The dream of 
reaching more people, reaching a mass audience was available to 
everyone, finally.  
I see.  
What’s important about that to your question about online pres-
ence is, by the time the internet comes around for me anyway, 
knowing this history was like, oh, my god, it’s not just the people 
around my city, I can reach anyone in the world with my image. 
Not only I’m on TV, I’m on the world’s most powerful TV ever 
invented. The character that I have is sort of based on this charac-
ter from the 1970s who just uses reflecting on his new found fame 
made available to him by this technology. And so he is still positive 
about the technology and utopic about it.
   So that online presence for me is really the story 
of personal media and the availability that famed everyone, I of-
ten said that Warhol said we all want 15 minutes of fame. He just 
didn’t know we’d want it every day and we didn’t find out we’d 
want it every day until the internet came away. Online presence af-
ter that is a little less interesting, how do you continue to maintain 
that dream. In the early internet was really easy, I remember I used 
to just post the video and they post it on other blogs and I remem-
ber I had a million views on one of my first videos and it brought 
down my server, I was super excited. But over time, you just have 
to be weird at first but that’s not enough anymore if you want to 
standout and really want to be famous.
   And what also happened on the internet was that 
it went from being a sort of selection or recreation of previous me-
dia (media theorist Marshall McLuhan always talked about how 
we’re always looking at media through a rearview mirror)—early 
internet would be, like, books on the internet, movies on the inter-
net, video on the internet… with all the service, just put all the 
media there.  
Yeah. 
So there wasn’t really anything original, but we’ve seen developed 
over time is that the internet is really about these micro categories 
or micro uses, these new ways of expressing ourselves within those 
issues. Now things get so specific—for example, the queer Insta-
gram, or food blogger/artists, or something like that.
   So the mission become specific, there typically no 
larger than 10, 000 and then are of course a few major media stars, 
but most of the internet is like a blanket or peanut butter fame 
spread evenly across the world. And it’s accessible, anyone can build 
an audience through a thousand people kind of thing. But it’s be-
Interview Jeremy Bailey Interview Jeremy Bailey
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coming pretty harder almost impossible to reach a million.  
Yes. I guess, and since you mentioned 15 Sec-
onds of Fame, so this section started with one of 
the references I have where Aaron Bartholl has…
Yes.  Aaron Bartholl, a really good friend.  
Yeah? He has this work called 15 Seconds of 
Fame where he saw a Google street view car 
while he was in a café, he immediately ran out 
and chased the car, a year after he found himself 
on the Google Maps. So basically he inserts him-
self into the digital environment, and that is how I 
started this section, Identity Manifestation. 
Oh, really. That’s a great example actually. It’s also cool that in that 
work he kind of waved his arm, he’s waving at the camera “Look 
I’m here.”
Yea. So that work leads me through this question: 
while you’re performing do you get to see your-
self in the screen or those are all post produced?
It’s really important to me in my work that everything is done live 
in real time, there’s no post-production. And that’s specifically ref-
erencing the 1970s that kind of thing. This idea of looking at ones 
reflection or reaction in real time, it’s really important to me, also 
not over scripting my work, that’s one of the reasons the podcast is 
not scripted as an example.  
I see.  
Because of this Fluxus idea that you set up the rules but you don’t 
script what’s going to happen, because the artwork happens in 
this psychological circuit, in this space between the device and the 
body, it’s a reflection, on a reflection, on a reflection, on a reflec-
tion, on a reflection…  
But then what about your literal online pres-
ences, your website, your blog, your social net-
works, do you consider that as a curation of your 
thoughts or more of a natural expression? 
I think, yes. That’s a really interesting question, the video exists as 
something that stands on its own, it’s different from when I per-
form live. And I don’t really consider them the same thing. I also 
do live stream performances. And then I guess I have different 
social media that I engaged with, but I think a project that maybe 
encapsulates the question the best is a project they have called The 
You Museum. It’s a series of banner ads that follow you around the 
internet. I can figure your taste based on the Google algorithm.  
I installed it when I exchanged to Denmark and I 
could still see that after I went back to China.  
Haha. It’s an interesting thought experiment, so in that work the 
ideas that I’m not performing for a camera, I’m performing for 
Interview Jeremy Bailey Interview Jeremy Bailey
15 Seconds Of Fame 2010 
Google Streetview self portraits series
Aram Bartholl
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the camera, not for a real camera but in this case, the Google ad 
world or the Google advertising system. The same thing would 
be, but I don’t do it currently, performing for Twitter or perform-
ing for Facebook, all of these media I think Amalia Ulman is a 
good example so she’s going to perform for Instagram, right?  
Yeah.  
So you take the context to that media, the rules of that media 
like the Fluxus just control the rules and then you perform for 
it, what are the conventions within this media, how does it af-
fect my reflection, how does it moderate or mediate my reflection 
and therefore my identity. Then you adjust your behavior. The 
famous Communist Karl Marx made this distinction between a 
tool and a machine: he said, a tool is something you control; you 
use your own motor force to make it do what you want, but a ma-
chine is something that uses you. I think it’s interesting to think 
about how the camera uses you, not just how you use it. So I like 
to think performing for the camera is almost letting the camera 
use you in a way, or fighting back against that camera… there’s a 
certain back and forth between the two. I guess that’s how I think 
about it nowadays. 
I feel like I should talk to you earlier, hahaha... 
I think we can move on to the next question, 
which I don’t remember anymore. Hold on. So 
this is a very literal one, you use a lot of augment-
ed reality as a tool/format in your video work, 
what are you trying to convey or express? 
Okay. With augmented reality, for me it started as a question, and 
the question when I was in graduate school was what is changed 
about performance for the camera in the time since 1970? My 
opinion was what had changed was the camera become a com-
puter and that computer was able to process our bodies, and read 
our bodies using computer vision. Other artists have explored this 
earlier on like David Rokeby a Canadian artist was the first to do 
computer vision work in the 1980s. And actually my persona is 
based on him as a character. And then augmented reality is just a 
really great way of literally illustrating that the computer is a part 
of the camera, the computer vision, and the ability to merge the 
computer with the body. It’s a literal combination, when we talk 
about that circuit or that reflection. Black and white video is a great 
demonstration of that because my body is not black and white; 
Interview Jeremy Bailey Interview Jeremy Bailey
The You Museum 2015 
Jeremy Bailey
Excellences & Perfections 2014 
Amalia Ulman
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when I look in a black and white video monitor it’s become black 
and white. But now if the computer is the camera, when I look 
into the camera my body, it’s not my body anymore, it’s my body 
merged with shapes, 3D shapes or make-up or something, whatever 
Snapchat now decides to do, but I was doing this before Snapchat. 
Taking that one step further, if you consider computer camera is 
now the internet, what are all the things that the internet as a cam-
era can do that is different.  
So you’ve talked a lot about the way you’re us-
ing those tools. I remember this video you made 
called Transhuman where you body was swapped 
with an octopus. You kept saying: ”look how free 
I am…” in the video, but have you ever thought 
about the only way your work exists is through 
the monitors. Also in one of the episodes of your 
podcast, you were talking about the tools you 
carry daily in your backpacks. How do you feel 
about our over reliance on the technology?
I don’t pass judgment about technology because the tools really 
important to me. And it’s really important to the history of per-
sonal media—that’s why I started with that story about the first 
time having someone who wasn’t famous be on television: it’s re-
ally important for the history of social justice, and just the sense of 
equality in the world. The Fluxus artist Nam June Paik took back 
control from the tool and made the distinction between a tool and 
a machine—he built video synthesizers, and those video synthesiz-
ers were a way of him saying, I have control over my own image; it 
is a tool, it’s not a machine that uses me. This concept of misusing 
tools then also became common among media artists and it is still 
alive today. But artists making tools was really a reaction against 
this idea that they were being used by the machine or the media. 
And it was about personal media—not only is it mine, but it is me 
telling it how to work. As a young artist this was important be-
cause I was frustrated that the consumer products like Final Cut, 
Premiere, Photoshop or Illustrator were dictating what I could do 
aesthetically. 
Right.  
And no time in the history of art was this true, every other period 
of art except for a few exceptions, technology was not driving art, it 
was ideology that was driving artistic momentum and movement. 
Like the Fluxus were not reacting to new technology, they’re origi-
nally reacting to the bourgeois and the Data wasn’t reacting to new 
painting technology, they are reacting to the Second World War. 
So that was really important to me to continue that tradition of 
building my own tools, that’s why in a lot of my work, I have this 
painting software that I’m reinventing, because there’s this on-
line culture that I responded to early on, and I still do, it is called 
Demo Culture or the Demo Scene, and in the scene you show off 
Interview Jeremy Bailey Interview Jeremy Bailey
 Transhuman 2007 
Jeremy Bailey
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what you can do with the computer, what’s really the key in that 
process is you’re not doing something that anyone could do and if 
you’re really good you’re writing the software yourself, it demon-
strates your identity. What you can do with the computer demon-
strates your expression. It’s like a unique painting style. 
   Getting back to the Transhuman. In that work, 
I was free from the imitation of constraints of the natural world, I 
think I say something like that. But really what the way one rep-
resents oneself in the real world is often a constraint, if we think 
about the individual and their identity and their voice being re-
pressed. I come from a sociology background so I’m always think-
ing about power with so many important voices, whether they are 
the voices of a homosexual population, the trans population, the 
people of color. I mean I would say Asians in America, these voic-
es are sort of the repressed voices, but personal media gives those 
voices, hopefully the same agency as another voice, however, there 
are still all the biases one brings to ones, culture identity as it im-
posed by the identities that are empower. So the white privileged 
classes decide that like Asians are smart and that Indians are great 
at cooking or something like that, right? 
Wait, did you say cooking or coding?
Yes, cook… I say coding. 
Both!  
They’re great at both of them.
Hahaha.  
However, to paraphrase one of my students: I didn’t get to choose 
that identity when I was born. That identity was imposed upon me. 
So hopefully, the utopic things about computers is that they liber-
ate us potentially from those constrains, from those literal realities 
and that was one of the early utopic visions of the internet that 
failed and I’m often interested in exploring these failed utopias. In 
companies like Facebook have really trying to get us to make sure 
our identities are absolutely real, we don’t want you to imagine or 
any kind of other identity, but that’s the opposite of the way of… 
maybe video games have been really successful at helping us explore 
what it might be to be like as a woman. Apparently in online video 
games 30% of men choose to be a woman. 
Really? 
The point is most people are not happy with their imposed identity. 
And so again it’s part of the history of personal media or identity 
in media. But that specific pieces are reference to this period of the 
1930s an abstract expressionism, I feel like the history of abstract 
expressionism was really trying to get at some pure form of expres-
sion that was outside of what was figurative or literal, outside of il-
lustrating: it’s not a house, it’s a feeling, it doesn’t refer to a place or 
a person or an emotion, something that transcends or connects us 
all and what they are responding to during the abstract expression-
ism was to music, music had figured out of the way, like classical 
music specifically to transcend all representational meaning, which 
I think still looks like amazing Utopian concept when you think 
about it. That we could all just be like figurative notes.
I think you give this question your own answer, 
which is good, what I was asking…
It’s a great answer.  
It is! I think the question I asked, “the over reli-
ance of the tool” it’s a little injustice…   
Interview Jeremy Bailey Interview Jeremy Bailey
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Yes, that’s a biased question.  
Yea. I’ve been reading Sherry Turkle recently. 
She’s great.  
Yes. She has a strong voice of encouraging peo-
ple to go offline.
Yes. She mentioned we are connected but alone. I actually take the 
opposite position. Which is that media it was designed to empow-
er us and if we let it, if we let it take control versus use it as a tool, 
if you let it be a machine then Sherry is right but I’d like to prove 
that Sherry is wrong, Nam June Paik would say, fuck you, Sherry. 
Because Nam June Paik would say this Coca-Cola advertisement is 
amazing material for my video installation. His idea was technolo-
gy was trash and that he could make collage from technology from 
media. I like to think of it as fabric that you can unroll and you can 
cut up and do whatever you want with, but Sherry is saying we’ve 
lost the war, that technology has taken full control. And she’s right 
if we let it, but I don’t think we have to.
I think what she has is more of a proposition than 
an solid argument, but it is definitely worth con-
sidering. I am looking at your YouTube page and 
most of your work is about altering your face. 
The most legitimate proof of our existence is 
through the face; the idea of blocking it with your 
new identities seems quiet subversive. What is 
your thought on face in relation to identity? 
Yes. I mean for me it’s really simple, this face is sort of the basis 
for most people’s identity. I do have some work where I talk about 
hands as my identity but it doesn’t really make any sense. But, the 
face is the one thing you just can’t get rid of. 
   Also, when you cover your face that’s a political 
statement. And of course it’s a political identity politics intersect 
with that, with issues around the Burka or protest, the Balaclava all 
of these historic political gestures of covering ones face. And con-
temporary ones in regards to the Muslim identity. So, yes, I think 
that the face is… the interface, right? 
 In regards to my point earlier, I just don’t understand why we 
need to have one identity, it doesn’t really serve us very well in my 
opinion. Plus I don’t think it actually exists—I think it’s an affect 
anyway because we perform for different people in context differ-
ently, I perform a different personality at work than I do at home. 
And then I do with my wife and I do with my parents. It’s very 
pedantic but when I go home to visit my parents I started acting 
like a child, even though I’m 37 years old. And they’ve started act-
ing like parents, it usually evolves over a few days and near the end 
it was just crying and fighting or something like that. But it always 
demonstrates for me that this authentic identity we’re performing 
for some context or person, and we’re not even really sure who we 
are, we’re always searching for it. 
   And the search for identity, I don’t think it should 
ever end because ultimately it comes down to some discussion 
about privacy and identity in relationship to capitalism. I think 
capitalism desperately wants us to be unique. So that it can sell us 
unique things, but if you have multiple identities or your identity is 
fluid, I’ve always had female identity online. Why are they ascribing 
gender to me on the internet, the internet doesn’t care if I’m a man 
or a woman, these are all human inventions, and that allows us to 
Interview Jeremy Bailey Interview Jeremy Bailey
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market to one another and sell things to one another in catego-
ries. The easier you fall into category, easiest to sell you something. 
That’s my point of view. It’s hard to disagree with that.  
It’s a very sudden ending. Good. You went back 
to what we talked about in the beginning.  
Good. And can I look at your work? I’m now really intrigued.  
Sure. 
I see that “Hey, Candidate”(p. 90). 
Yea, I was thinking this idea of personal identity 
manifests itself through digital platform; those 
images are all collected through hashtags like 
#selfiewithHillary and #HillaryClinton, etc. 
Wow. And she’s like rotating… I mean my immediate reaction is 
it’s incredible that there are so much media of one person that you 
can rotate her in 3D. What the future of media would be? In my 
own performances I refused to document them. Because if it’s not 
for a video work online, the context is different, therefore, I can’t 
possibly represent it. You know there was this, the Fluxus artists 
like Chris Burden who is a famous performer; he refused to docu-
ment his work too, because he had to be there. And as I’m starting 
to perform more and more offline I was less and less of an online 
document of my work which I find kind of interesting to think 
about since I started off doing so much online work. But anyway, 
just something to think about in terms of the history performance 
and to someone like Hillary, is she performing for the audience in 
these pictures or she performing for the internet where her image’s 
going to be posted. But then someone’s taking a picture of her tak-
ing a picture, it’s really interesting... 
Interview Jeremy Bailey
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Essay Tool as Evidence
TOOL
A
S
EVIDENCE
This section is about edges and perspective, I’m interested in 
what is not human as well as what is, and what happens when the 
two situations collide. The work in this section is a re-examination 
of humanity and a play on the human-tool power dynamics. 
   Identity as an intrinsic quality is naturally discon-
nected from its external validations; the incompatibility of the two 
sometimes develops some paradoxical situations. For instance: 
people do not have IDs and birth certificates do not even exist in 
the world; the disassociations between the digital profile(s) and 
the physical self; a Captcha code proves humanity; facial recogni-
tion misregisters faces, etc. I am interested in these identities that 
fall within this “malfunctioning area” where tool dictates human as 
human. With the title “Tool As Evidence,” I am exploring the role 
of these contemporary “evidences.” What role do they play? How 
do they reshape and redefine humanity?  
   Technology has infiltrated how people think 
and interact deeply. Rules have been followed in every possible 
aspect by the new generations. Identity has been deconstructed 
and recomposed in ways that we had never experienced before. 
We become so adapted to the tech environment to the point that, 
only when the system malfunctions, do we realize its existence. 
This section is my way of confronting the problems and mistakes 
that appear in the digital realm. Since 1997,1 social networks have 
proved our existences, but digital tools both extend and limit the 
way we think and design, and it is the limitations that shaped who 
we are now. A big part of human identity has to do with what we 
are not. 
1. The first recognizable social media site, Six Degrees, enabled 
users to upload a profile and make friends with other users.
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its inauthenticity. Similarly, a valid passport photo 
is taken by following the system template. Identity 
adheres rigidly to an external structure. 
 In other situations, humans are recruited by 
the program or system to complete the tasks—for 
example, the use of reCaptcha. Technology both 
serves and dictates us. It constantly validates our 
humanity by interrupting our thoughts and behaviors.
 I wonder how machine Learning and 
machine verification affects human ideology? 
Project Captcha Fabric (p. 140) is an active asser-
tion of the humanity, where as All About That 
Yellow Box (p. 152) on the other hand, is a passive 
reaction derived from a machine vision reflecting 
on what makes a human, human. As well as 
what we should do in order to communicate 
with the system its computation, project Mani-
festo, Manifesto, Manifesto (p. 168) tells the story 
of a program and human attempting to supple-
ment each other’s identity. Tap, Scroll, Swipe, and 
Pinch (p. 176) provides a speculative reaction to 
the question about the modifications of human 
physicality and the dramatic portrayals of human-
mechine connectivity in Conductor (p. 188). 
 Tool as Evidence is an attempt to explore the 
seams between human ideology and technology 
by interrogating humanity through the limitation 
and imperfection of the technology.
   Every invention allows human beings to realize 
certain aspects of ourselves (mostly, our flaws). The concept 
of humanity is constantly being shaped through the process of 
making (this thesis included). To a certain degree, highly devel-
oped inventions and reproductions are actually decreasing human 
value, such as wayfinding systems nowadays heavily rely on 
Google Maps or how our spelling skills are deteriorating due to 
autocorrect systems; and sometimes, incident such as algorithms 
predict and produce the content we need, even aiming to entirely 
detach humanity from social change. The relationship between 
human and tool completes a significant shift, where “the focus and 
attention shifted away from people being the subject of networks 
to them being the object of networks.” 2  
   The project The Box 3 questions the very idea 
of external validation that adds onto authenticity. Artist recre-
ated the product receipt, and successfully returned a box of nails 
as the product that he collected elsewhere. Here the receipt 
performs as an evidence, proves product’s identity regardless of 
3. The Box 2009
TOXOPLASMA
4. Standard passport 
photo diagram
2. Is Big Data Squishing Our 
Humanity? Norman Lewis
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Our generation grew up in both the Internet 
era and an economy-oriented society. While 
we enjoy the massive resource that the Internet 
provides, we are also facing the problems it 
creates. Scientists expect humanity’s knowledge 
quantity to increase 3 to 4 times between 2011 
and 2020. I wonder how much of this increase is 
due to information overload, or more importantly, 
redundant information overload. It is hard to say, 
but what is worth noticing is that certain amount 
of redundant information is taking up our atten-
tion. Under such circumstances, the ability to 
distinguish and cope with the complex informa-
tion is essential to our generation.
 Captcha is the acronym for “Completely 
Automated Public Turing test to tell Computers 
and Humans Apart.” It is a code only human 
consciousness can unlock in order to process 
the program. I attempt to adapt the form of 
Captcha as the visual element of this project. 
I believe this element will emphasize the value 
of a human being as a part of the “visual 
Project_10 Captcha Fabric
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Captcha Fabric 
2016 Fall
Fabric
40×60 inch
Headpiece
Dimension variable
Booklet
8×11 inch
captcha_1.png captcha_2.jpg
captcha_fabric_1.tiff —►
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conversation” in the online environment.  
The noise of the Captcha is what distracts its 
legibility. So instead of mimicking Captcha-like 
distortion, 26 noise shapes are created to replace 
26 Roman letters. The final pattern is composed 
by typing out the definition of Captcha according 
to the Wikipedia page. The piece also addresses 
the idea of substitution and conversion, trans-
lating literal definition into the visual language. 
The pattern is printed on gauzy chiffon—the 
translucent quality allows it to be seen through. 
For the final product, a wearable piece is 
constructed using iron wire with the fabric 
hanging in front of a viewer’s eyes. The fabric 
functions as filter, marking off the boundaries, 
the wearers and the observers.
Project_10 Captcha Fabric Project_10 Captcha Fabric
captcha_fabric_alphabet.pdf
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 Captcha pattern is visually similar to Desert 
Camouflage Uniform (DCU), which also shares 
the same function of providing shields for indi-
viduals who are situated in unknown territories. 
Culture-wise, the notion of emphasizing identities 
appears in the same format between Captcha 
Fabric and traditional Muslim headwear: burka,  
a one-piece headwear that covers the face and 
leaves only a mesh screen to see through. 
 As to the Internet environment we live in, 
where ultimate freedom and slavery coexist, this 
work attempts to emphasize the significance of 
human ideology, and the selection of communi-
cation, both online and offline.
Project_10 Captcha Fabric
Burka.jpg
next_spread_on_the_right_is_a_post-
er_where_I_attempt_to_encourge_us_to_
see_things_through_this_Captcha_fil-
ter_Special_thanks_to_Lake.pdf —►
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Facial recognition system has been adapted 
in a wide range of media over the past 50 
years. It affects people’s lives in every single 
aspect. There have been numerous discussions 
regarding this subject matter. For example, in 
response to the Deep Face algorithm1 that Face-
book has developed, researches have raised 
the alarm about the severe consequences if we 
easily give up our privacy. Countersurveillance 
as a political proposition has been adapted in a 
good amount of facial recognition projects.2, 3, 4  
For this work, I propose a different aspect of this 
subject by challenging the fundamental criteria 
of the system. How is a face supposed to look 
like to a program? To what extent does an image 
become recognizable as a face? 
Project_11 All About That Yellow Box Project_11 All About That Yellow Box
All About That 
Yellow Box
2017 Spring
Installation
Dimension varies
Video
00:49
https://vimeo.
com/210321384
2. CV Dazzle   
Adam Harvey
3. Privacy Visitor
Isao Echizen, Seiichi Gohshi 
4. I made a live size poster 
demonstrates the easiest way 
of countersurveillance, which 
is to tilt the head sideways. 
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 I am interested in how a 
machine functions imper-
fectly. I am sure everybody 
has encountered the situa-
tion where a facial recogni-
tion system on our iPhones 
registers something that is 
not a human face. The facial 
recognition program actu-
ally works by detecting legitimate color blobs, 
which is the contrast of shadows, on our faces. 
This process has nothing to do with any biological 
examination of our faces. Rather it is determined 
by the physical attribute of the subject matter. 
 Following its working method, I pixelate 
my face to test the limitation of the program and 
reconstruct the essential color blobs to piece out 
faces that are legitimate to the system. The alien-
ation between quality and concept is dismissed 
through the emergence of the yellow box. 
 I choose Crit Room 203 as the installation 
site and disseminate the graphics on multiple 
surfaces so that viewers can only see the entire 
installation from certain angles, and these are 
where iPhones are placed in order to validate 
them. The work is an attempt to create an immer-
sive abstract environment where the graphics are 
being validated through devices. 
Project_11 All About That Yellow Box
test_the_limits_of_the_facial_recognition_system.jpg
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Project_11 All About That Yellow BoxProject_11 All About That Yellow Box
mark_testing_1.png mark_testing_2.png mark_testing_3.png mark_testing_4.png
crit_room_203
installation_testing_1.png installation_testing_2.png
◄— abstract_blobs.pdf
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The intention to write a manifesto makes me 
wonder what constitutes a manifesto. What is 
the manifesto for our humanity in this digital life? 
And what could be the equivalent representation 
of it in the virtual environment? 
 A manifesto is a published verbal declara-
tion of the intentions, motives, or views of the 
issuer. Publicity is the principal criteria. A mani-
festo reflects who you are and expresses what 
you believe. A manifesto essentially becomes the 
representation of you. It constructs identity and 
concludes experiences. In the digital environ-
ment, I can see security questions attempting to 
do the same. By answering three chosen ques-
tions, one gains an online identity, which is a 
supplement of one’s identity. 
 I typeset 38 security questions that I 
pulled from Apple’s system. Three answers will 
be revealed on the back and constructed in the 
form of a short poem.
Project_12 Manifesto, Manifesto, Manifesto
Manifesto, 
Manifesto, 
Manifesto 
2017 Spring
Poster
24½×36 inch
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Project_13 Tap, Scroll, Swipe, and Pinch
Tap, Scroll, Swipe, 
and Pinch
2017 Spring
Installation
Dimension varies
Technology alters how we relate to each other and 
how we relate to ourselves. It makes communica-
tions possible despite the impossibility of physically 
facing someone across great distances. Hand-
held devices, which provides the most accessi-
bility, have collapsed physical time and space and 
presented us with a new reality.  
 More importantly, digital devices introduce 
to us new ways to keep our hands busy. The ubiq-
uitous hand gestures that seem meaningless in the 
pre-touch-screen era suddenly become the only 
language we communicate in. Technology has 
warped our hands.
 In the technology world, developers refer 
to users as the the “eyeballs”—a rather inhuman 
term to apply a single property to the total human, 
creating a chasm between the physical self and 
humanity as a whole. Such phenomenon can also 
be observed in the invention of the hand operating 
gestures—the separation of hand and body as well 
as the body and the mind. Separation eventually 
creates extension. 
 The increasing use of the modern gestures 
has caused hand related problems. For instance, 
“Carpal tunnel” syndrome (Mouse hand), is a numb-
ness and tingling in the hand and arm caused 
by a pinched nerve in the wrist. Doctors have 
sketch_of_the_adjusted_hand_1.jpg —►
    179    178
   Identity Production    Identity ProductionSection_3 Verification 
discovered that these ailments occur because 
our fingers and wrist are now being used for new 
movements that are unprecedented, and thus 
not well prepared for.
In order to better coordinate human physicality, 
ergonomic conditions are emphasized in every 
design aspect of human-machine interaction. 
Industrial design introduces products that “fit” 
the construction of the human body—the shape 
of a mouse, the size of phone, et cetera. Digitally, 
concessions are being made to mediate us. For 
example, the split keyboard on iPad and the slide 
down interface on iPhone Plus. 
Project_13 Tap, Scroll, Swipe, and Pinch Project_13 Tap, Scroll, Swipe, and Pinch
 In this speculative project, 
I attempt to restructure the 
human body according to 
the setting of the iPhone 
to achieve a better interac-
tion performance with the 
machine. The final outcomes 
are 3 different sizes to coor-
dinate three different stan-
dards of iPhone. The tool becomes the subject of 
this work and raises the question as to whether 
we are the ones manipulating our technology or 
the other way around.
carpal_tunnel_syndrome_diagram.png
1. Single and double-tap 
2. Tap and hold
3. Scroll
4. Flick
5. Swipe
6. Pinch and unpinch
splite_keyboard_on_ipad.png
slide_down_interface_on_iPhone_Plus.jpg —►
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The arch between thumb 
and index finger is moved 
between index finger and 
middle finger
One more joint is added 
on the thumb in order to 
reach every part of the 
screen
One more joint is added 
on the thumb in order to 
reach every part of the 
screen
The bone on the fingertip 
is removed for both middle 
and ring fingers since the 
main function for them is 
to hold the device. 
Middle and ring fingers 
are merged into one in or-
der to better holding the 
device
Middle and ring fingers 
are merged into one in or-
der to better holding the 
device
The bone on the fingertip 
is removed for both middle 
and ring fingers since the 
main function for them is 
to hold the device. 
The arch between thumb 
and index finger is moved 
between index finger and 
middle finger
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Project_13 Tap, Scroll, Swipe, and Pinch
Tap_Scroll_Swipe_and_Pinch_model_rendering_04.jpg —►
Tap_Scroll_Swipe_and_Pinch_model_rendering_01.jpg
Tap_Scroll_Swipe_and_Pinch_
model_rendering_02.png
Tap_Scroll_Swipe_and_Pinch_
model_rendering_03.png
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Project_14 Conductor
This project is inspired by the term “Cactus 
Pose,” a position that requires users to hold their 
hands over their heads, like a cactus, in front of 
a machine to prove that they are human. These 
interactions between our bodies and machines 
may seem or sound strange but in fact, they occur 
frequently in our daily lives. Perhaps the most 
relatable instance would be the motion sensor 
system. Our movement dictates the switching 
on or off of the lighting in a room, the auto-
matic flushing of the toilet after use, the opening 
and closing of an elevator door, and so on. The 
manipulation of one’s actions to elicit a specific 
outcome fascinates me.
 This video is a recording of a body achieves 
a set of tasks that I have designed. Each trigger 
of the device records the moment the behavior 
of the hand gestured is altered. The body is worn 
with a green suit so that I could swapped the 
content of the body with its background to create 
the illusion that the physical hand is dissolving 
and integrating itself with the digital system. 
 By completing this set of tasks, the body 
mimics a machine and eventually becomes one. 
Conductor
2017 Spring
Video
2:00
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Interview Federico Pérez Villoro Interview Federico Pérez Villoro  212
Federico, how do you feel about art and design? 
Well, I’m interested in subjects that involved design, such as visual 
communication, language and typography. But I’d like to spend 
my time and energy working on research, teaching, and art pro-
duction rather than on design projects — working with clients. 
I’m interested in the overlaps between design and fine arts, from a 
discursive point of view, but not completely comfortable with the 
economic model of design.
Did the limitation ever excite you before, when 
you were a student?
Not really. I mean I definitely enjoy constraints and I like working 
with limits, but the kind of limits that are part of commercial/cli-
ent-based projects are not that interesting in my view. As a designer, 
when I work with clients, I try to focus on books and publications 
for cultural institutions, not only because I find the medium satis-
fying, but because I believe that books have huge cultural value.
I see. How would you introduce yourself nowa-
days then? More of an artist or a designer?
I’m more comfortable saying that I’m an artist and I also do de-
sign. However, my art practice in most cases deals with design as a 
subject matter. I try not to define this too much in terms of disci-
plines as in terms of motivations and economic models. Instead of 
thinking about it as the “expanded roles of the designer,” I prefer 
to think about design and visual communication as topics worth 
investigating in depth, with wide aesthetic, philosophical, experi-
mental implications.
Interesting, a shift in perspective. Let’s talk about 
our topic. First of all, thank you for agreeing to 
Federico Pérez Villoro is an artist and designer 
based in Brooklyn, NY. He is interested in the 
critical spaces of design and the sociopolitical 
implications of communication technologies.
   In 2015 Villoro founded Second 
Thoughts, an educational program developed 
with Fundación Alumnos47 and Museo Ta-
mayo in Mexico City. In 2016, together with 
Roxana Fabius, he initiated (human) learning, a 
study group focused on technology and aes-
thetics that has been hosted at P! in New York 
City, Art Center/South Florida in Miami and 
Zona MACO in Mexico City.
   In 2016 Villoro was an artist-in-res-
idence at the California College of the Arts 
(CCA), where he taught Post-Identity Design 
in the MFA Design program. His current work 
speculates on notions of identity and lan-
guage in the post-human era.
   Text excerpt from Villoro's RISD Faculty bio
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Interview Federico Pérez Villoro Interview Federico Pérez Villoro 
needed to identify questions such as “tools as evidence of what?” 
and “tools as evidence for whom?” for such preposition. Your ini-
tial premise lead to think about what entities you are referring to 
and what the power dynamics within those entities are? I believe 
your explorations have to do with figuring out those relationships, 
and you thoughtfully avoid hierarchies and embrace complex ways 
of thinking about the potential identify of these entities.
Those questions are the fundamental rules of this 
proposal; thank you for reminding me of them 
throughout the working process. 
 After our first meeting you wrote in the 
class notes: “The investigation will not be moti-
vated to further separate the binaries organic/syn-
thetic or human/machine; on the contrary, it will 
strive to problematize such constructs in hopes to 
encounter complex overlaps and integrated forms 
of identity.” What do you think about it now?
Your projects investigate the power dynamics between humans and 
machines, but you do this in a nuanced non-binary way. You’re not 
reinforcing simplistic divisions but rather nurturing their interde-
pendence and focusing on the relational dimension. 
Could you talk a little about the relationship be-
tween human beings and the tools regarding 
this idea that artists and designers are more and 
more interested in hijacking the tools (creating 
their own tools.) I know you’re working on this 
project where you hijacked the printer to pro-
duce unexpected prints. What I think about hi-
this interview and working on this ISP with me. 
What do you think of the relationship between 
human being and the tools in general? I remem-
bered this still from 2001: A Space Odyssey that 
you showed me in our first meeting. Though I 
still haven’t watched the movie, after noticing 
the image, it came up so many times during my 
research process. Also what did you think when I 
first proposed this idea to you?
Well, my response to your proposal was this (a Google doc for the 
class). The image (or scene in the movie) uses the metaphor of the 
bone to speak of the idea of humans recognizing their capacity to 
use tools. In the movie, a group of apes starts dominating other 
groups by using bones as weapons. The tool becomes an extension 
of themselves, which enables power. The tools — which are the 
bones of other animals — become symbolic and point to the sepa-
ration between species. The scene transitions when an ape throws 
the bone in the air and, in a time ellipsis, turns into a satellite in 
space. Tools imply power relationships and the use of tools is, in 
itself, widely considered as a key factor that distinguishes humans 
from other species and our dominance upon them. 
 The study of technologies and techniques is the study of 
humans. Going back to your proposal entitled Tool as Evidence, we 
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jacking tools is a way of expressing one’s opinion 
without the technology constraint. What’s your 
take on this idea and your project?
Let’s talk for a second about what you were just saying about how 
you’re learning to use new tools. I believe an important component 
of your work is performative. You’re not only thinking about the 
theoretical divide between technology and humanity, but also about 
the psychic, social, and physical implications that these changes have 
in regards to personal identity… to your own identity. As you engage 
with new technologies, you introduce yourself into the equation. 
That’s interesting and something you should recognize and embrace. 
It reminds me of what Sherry Turkle writes about how technolo-
gy provides “objects-to-think-with” 
about philosophical notions which, in the past, were only conceptu-
al propositions—specifically about identity as multiple and flexible. 
I see how in your work you’re not only learning to use tools as a 
means to develop projects, but as objects to think with and through. 
The transformation that happens to the projects in this learning 
curve seems to be the project itself. 
 Going back to your question on hacking technologies in an art 
and design context, and specifically my Printer Prosthetic project…
Interview Federico Pérez Villoro Interview Federico Pérez Villoro 
Is that what you call it?
Yes, Printer Prosthetic. 
 I’m interested in altering technologies as a strategy to investi-
gate them. In my mind, it’s a way of challenging the authority that 
some technologies entail, but also a way to question our over-reli-
ance on technology. Artists and designers should never be completely 
comfortable with using only the tools and features that are offered to 
us… in most cases by monopolized corporate entities. I’m interest-
ed in provoking errors and finding unexpected uses for tools. Those 
limitations, I believe, are the spaces where you see humanity in tech-
nology: the bugs, the accidents, the exceptions to the rules. In this 
case, the project consists of building a prosthetic for a inject printer, 
but that’s just one examples. For instance, in the class I’m teaching 
here at RISD, students are performing investigations on current in-
formation platforms to find and amplify loopholes on their products 
and services. Within those loopholes is where one can recognize the 
human factor and work with it. The errors on contemporary infra-
structures are political topologies, spaces that are constantly being 
negotiated by users and corporate interests. 
Right. Recognizing humanity within the gap and 
amplifying the result of strangeness; that’s why I 
was so excited about the hand prosthetic project 
(pg-176), it became extremely inhuman, and I think 
that’s exactly the result I was looking for. You get 
to see how limited the technology is or how far be-
hind the tools are through those singularities that 
the project provide, whether it’s in the form of er-
rors, glitches or the odd forms of the human body. 
Evocative Objects: Things We Think With
Sherry Turkle
Printer Prosthetic
Federico Pérez Villoro&Chris Hamamoto
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Interview Federico Pérez Villoro Interview Federico Pérez Villoro 
Yeah, I think it’s important to recognize these imperfections espe-
cially now that tech companies are holding huge political power. 
 There’s a huge lack of understanding of how some of these 
companies operate. And a lot of my work has to do with mak-
ing their inner workings more transparent. I believe we should be 
mindful of our relationship with the technologies we interact with 
as these are most likely taking notes… collecting and analyzing 
how you interact with them. As communication technologies be-
come more precise and complex, we give more a more authority 
to them. This increasing reliance in tools has its roots in the mys-
tification of technology as being objective, which, is a problematic 
notion because, as we know, technology is developed by private 
actors with political and commercial agendas. In this context we 
continuously see cases of algorithmic bias, conflicts of interest, and 
reinforcements of social stereotypes… However we continue taking 
what Google has to say about the world as factual.
 In our project with the printer, we created a mechanism that 
gets attached to the printer and moves the printer encoder strip—
which is a transparent band that serves as a point of reference for 
the moving cartridge. So essentially we’re confusing the coordi-
nates where the printer has to inject the ink. It’s a malfunctioning 
machine and we’re printing concrete poetry with it. And I think 
language itself is a power structure. We’re interested in challeng-
ing the idea of knowledge as fixed and absolute. The poems we’re 
printing were designed to be precise in their composition: their 
form is their meaning. So misprinting them should alter their 
meaning. With this, we’re trying to point to the role of reproduc-
tion technologies in the construction of meaning and, in this case, 
the responsibility the printer holds in such relationship.
I think that, besides all the reasons you listed to 
use concrete poems as the content, it is also a 
combination of form and text. 
 You said “we,” is this project a collaboration?
Yeah, it is a collaboration with Chris Hamamoto with whom I’ve 
worked a lot. He was my classmate here at RISD, we both graduat-
ed in 2013, and he is living and working in the Bay Area.
Nice. I guess that’s it. Thank you again for agree-
ing to work on this ISP with me.
Thank you! It has also been super productive for me to think 
through your work. I really enjoyed it and I’m looking forward to 
continuing our conversations after you’re done with school. 
Definitely.
It’s really on topic with my own work, so quite enjoyable…
I’m so glad that Bethany set us up.
Yeah. Thank you Bethany.
Thank you Bethany.
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2016 Spring
Poster
Size varies
Visual identity for Potala Palace
2016 Spring
Books
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